Distilled First-Timer Advice 


TROS Introduction 


Some people think that TRoS is all about tactics, but that's far from the truth. It's about making 
choices, tough choices even! Your first choices come in character generation, where quickly realize 
that you can't have a high social standing, be a sorcerer, and be highly proficient in combat. You have 
to choose what's most important to you. 


The same applies in combat, you have to consider if you want to attack or defend. Defending can get 
you in trouble, because your opponent will be attacking. Attacking can get you in trouble, because not 
defending can get you killed. You must choose, and find the right balance. With the Spiritual 
Attributes, you choose when it's worth following them. If the GM sets up the right kind of situation, it 
will often not be a clear-cut choice. 


Tactics are important, but it's not what the game is about. 


Spiritual Attributes 


Spiritual Attributes are motivations for the character, and story elements of interest to the player, such 
as ‘Conscience’ or ‘Passion: True love for the Princess.’ 


When these motivations are directly relevant to the roll the player is about to make, they add their 
rating in bonus dice. When the character acts in accord with these motivations (or has a conflict 
between them, such as the Princess you love asking you to do a very bad thing, against your 
Conscience) they go up. They are then spent (lowering their rating) to boost the character's other 
statistics. 


The Most Important Thing to Starting a Game of TRoS 
Taken from Andy K's incomparable Forum Post 


The First Combat of the Game Must Involve The Player's Spiritual 
Attributes 


Even if you have to do something crazy or silly to make it happen; Make It Happen! Make them win 
that first combat by using those Spiritual Attributes, because the thrill of that first victory is a good 
motivator to Learn the System so you don't get your ass handed to you. Plus, it's a cool way to start 
the game; with a fight! 


Note: | started the game off with the group of adventurers together in a tavern. Then, immediately, | 
said, "X weeks ago", and | took them each through a mini-adventure to introduce their characters, 
each one involving combat and lasting almost an hour. In combat situations, | even handed the 
opponent to another player and said "Play this guy well: If you do damage to Player X, I'll give you 
some extra XP" (this got them involved and took some work from me). After each mini-adventure, | 
wrapped up the gaming session by us, together, coming up with how we ended up meeting and 
adventuring together, and the events leading to the tavern scene. So we'll continue that next week. 


Take it easy with the rules — Ease into them! 
e First combat: Only play around with the Combat Pool effects. 
e Second combat: Get into stances and weapon reach. 
e = Third combat: Finally bring in the maneuvers and start getting some work with them. 
e Fourth combat: Use all the rules, by this time you're just about locked in. 


Out of my group, we have one person gung ho on TROoS ("my ideal system"); me, who is very 
interested in it, but wary of all the rules (and prefers light combat in my other games); another guy 
who is pretty much on the same page as me; and the last guy who is a complete newbie to RPGs, but 
is loving them. 


Anyway, easing into it, as we did in the Gen Con demos, worked wonders for the group. Combining it 
with the below really worked to get our blood pumping and into the game. 


Energy: FRICKIN' GET SOME! Energy, energy, energy... 


This is the most important element of running your first few games of TROS, and outweighs the rest of 
the tips. | was tired today, had a long day of work. | was kind of bummed, low on energy and still 
recovering from Gen Con. However, | determined to get the show started. Before the players showed 
up, | specifically took my chair, the chair | sit in to GM, and pushed it off to the side, so that | could 
stand the whole time. The tips | got from watching Luke and Ben run successful demos were things 
like: 


e Getup 

e Move your hands a lot, describe the action with movement 

e Get up, be animated 

e = Shift from character to character, getting their story elements into play 
e Getup 

e Get the FRICK UP! 


So, getting up and lurching over the table, and being animated and quick about rules decisions really 
helped (I did a few "Let's do this for now, it sounds right, and we'll consult the rules after the gaming 
session" moves, which worked wonders). If you have to look at the rules, and it will take more than 2 
minutes to come to a decision, skip over it; make a judgment call or simple skill roll, and Move On. 
Write down what happened so that you can read up on it later. 


Moving my body and arms kept me going and energized, and helped me get into character. | was 
Ahrmar Azir, second lieutenant Assassin; Master Thief, the leader of the Thieves' Guild of Shadizar; 
King Conan, ruler of Aquilonia; Myvr Tulwyk, a rival Pict tribe's tribal guardian (ex guardian, now 
missing arm and 70% of skull); and a spy trying to overthrow King Conan. Standing up helped get me 
into character easier, and helped me come up spontaneously with ideas to introduce. 


And that energy really helped us get through some initial tight spots, rules wise. | made myself 
become energetic (even though | was tired, | demanded myself to put out a little more, just for the 
session), and that fueled the other guys, which in turn came back around and fueled me. Now it's 
been two hours since the session ended and I'm still wired, wondering what will happen next week. 


| probably will have a gaming session or two more where we go from character to character 
continuing to flush out their recent past and eventual meeting, and will hand off NPC combat 
encounters and the likes to other players to really get them in the mood to learn maneuvers 
(essentially, the faster they learn the maneuvers, the more damage they can get in at the PCs, even 
Level 1 and 2 wounds, the more XP I'll give them), and not to mention give them something to do, and 
to look forward to, when the story isn't focused on them. 


Oh, | forgot to mention: 


Of Beasts and Men 


A darn lifesaver! It's hard to come up with TRoS characters on the fly, and | have the habit of fudging 
people's stats, making them stronger (or usually weaker) on the fly. Normally, this is okay, but since 
TROS really focuses a lot on "Gamism" and strategy, doing so in TROS would be like playing a game 
of Risk where | would spontaneously add or subtract units from areas the players are trying to attack. 
It wouldn't have been right for the game. However, every encounter in tonight's game, about five 
characters, each used one of the archetype NPCs from the Of Beasts and Men book. | didn't have to 
fudge or lower/raise statistics, the PCs gave it their all and overcame their foes. 


I'm so glad | scored this supplement. My futzing around time went from probably about 5 minutes per 
NPC to literally nothing. "Oh, this guy is a Thug, I'll use him." 


